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CALJ^-HSTG ALL SIGS 



I think I'll start this month's column with a bit 
of MACE trivia* Did you know that five out of 
nine officers run bulletin boards? Or that all 

nine have telphones"' Did you know that MACE 
has a hotline and a P»0* box? Wow^ look at all 
the different ways you can get ahold of us! 

The way I've got this all figured out is that 
you're here because you want to be# We're 
here because you want us to be* Ne really 
appreciate that and want to do the best job we 
can for you* SOf what's the hitch? Well* we 
really don't quite know for sure what you 
want* So hey* we're all friends here* I hope^ 
so let's talk* 

Now* on to other things* Remember a few 
months back we had MACE swap night? I've 
been thinking it would kinda be fun to do that 
again* At first I thought December but then I 
said to myself* "No* that's Christmas 
shopping*" So then I said* "Maybe January 
would be nice* Everyone could swap all those 
goodies they really didn't want as gifts!" So 
if you want to have another MACE swap night 
just jump up at this meeting and say, "Hey 
Scott, let's do it again!" 

Well* I better get going* I'm trying to clean a 
turkey and it keeps jumping out of the tub! 
Anyhow, I would like to wish each and every 
one of you, families included* a very safe and 
happy Thanksgiving! 

Kirk 



disk: stxtaf^s 



MACE is willing to swap disks from its 
program library with other user groups* If you 
are interested in such a swap* please contact 
Shane Middlebrook at the MACE PO Box* Send 
a list of the programs which you have 
available to swap as well as the name* 
address* and phone number of the person to 
contact* 



We have the following information about 
existing Special Interest Groups* If you would 
like your SIG listed here* send the information 
to the Journal editor* 

Assembler SIGJ Secretary* Todd Meitzner 
542-1752 

Next meeting: 7*00 pm* December 6th at Phil 
Heavin's house in Sterling Heights* Meetings 
are the 1st Thursday of each month* Call Phil 
at 939-6213 or Todd Meitzner for more 
information* Formal beginners classes are not 
offered, but questions are always welcome* 

East Side SIG: Mike Simpson 751-7290 
Next meeting* 7*00 pm* December 4th at 
Italian Cultural Community Center, 28111 
Imperial in Warren (between Hoover and 
Schoenherr)* Meetings are the Ist Tuesday of 
each month, except for January, when the 
meeting will be on January 9th* This is a 
problem-solving group* Bring your questions* 

ATAPJMUSIC SIG: Mike Lechkun 978-8432 
Next meeting: Date, time and place to be 
announced* Check with Mike* This is a 
hands-on SIG for the creation of music files* 
BYO Music* 

★★★*★★★★★★**★★** 



The MACE Journal is published monthly by the 
Michigan Atari Computer Enthusiasts* Unless 
otherwise noted* material published in the 
Journal is in the Public Domain and may be 
reproduced for private or User Group use 
providing proper credit is given to the 
Journal* 

Submissions to the Journal can be mailed to 
the PO Box* uploaded to the MACE BBSs or any 
officer's BBS* or uploaded directly to the 
editor at 646-4455* (Call first to arrange 
this*) Where possible, submissions should 
include a disk or tape file in AtariWriter or 
similar format and a working copy of the 
program* Specify format for screen dumps* 
Published authors will receive a free disk or 
tape from the MACE program library* 




by RirtA Gorishek 



This program 41^1^ %mtten for a cbiM I am 

taking at Oakland University* It is designed 
to teach young children tte prerequisite skills 
for hMHTWing Logo by moving the turtle through 
a maze* It is a starting point from which you 
can build the needed skills to teach 
programming in Logo* I have used it with 
kindergarten students* 

Young children^ getmraUyf do not have itie 

understanding of right and left that is used in 
Logo« I have found that Logo commands are 
Mffi&M ^ mme young children to tackle on 
their first try* So this program uses a 
sifi^lified version of Logo using R for right 
fiRT W>f L f» U^ iLT 90)p F for forward (FD 
10)t and B for backward (BK 10)* I placed vinyl 
adhesive letters on these keys so the student 
could Ideate the keys needed to make the 
turtle move* You may want to explain what 
each letter stands for before beginning* You 
will find tNM: the student will learn the 
concept by just doing it* An association 
between R and the direction right and F and 
It^ard will soon develop* 

The beauty of this program and Logo is that 
you tan eai^y tMlor it to fit your needs* You 
could make any key mean right or left just by 
changing the MOVE procedure* I will explain 
more about that later* Feel free to change the 
words throughout the program to fit how you 
think* Make it to your liking* Any procedures 
not defined here are Logo primitives> which 
are explained in the Atari Logo Refierenoe 
Manual* 

Ne will begin by entering the procedures that 
make the turtle move* PLOD is the procedure 
to the twtle move for«#aa^* MjOD^R 

means turn right 90 degrees* FLOD*L means 
turn left 90 degrees, and PLOD*B will move 
bm^mmri WMl mrmm the line ^i^Mte moving* All 
these commands have sound effects using 
TOOT* In the PLOD and PLOD*B commands, 
using the COND operation^ I have Mt up the 
condition that if the turtle runs into the lines 
of the maze it will not go through* Type in the 



TO PLOD 
FBIO - 
TOOT 0 130 15 4 
IF COND 1 tOOPSJ 
END 

TO PLOD*R 
RT90 

TOOT 0 190 15 3 
END 

TO PLOD*L 

LT 90 

TQC^ 0 250 15 3 
E1I0 

TOPLODtB 

PE BK 10 

TOOT 0 100 15 4 

IF COND 1 COQ^JU 

PD ^ : 

TO OOPS 
C*H PART A 
PE BK 10 PD 
END 

TO OOPS*B 
A PART C*H 
FD 10 
END 



NoM try it out* Enter BLfP and 
happens* The turttt shotdd ifulie a beep and 
move forward* If it doesn't check your typing* 
Try the other words and make sure they all do 
«#hat they should* Itoet ¥m idll acM a 
procedure to make it simpler for children to 
use* 

The MOVE procedure will make the turtle move 
only if you hit certain keys* This uses the BC 
operation* The turtle will move forward just 
by pressing F* You will not need to hit 
RETURN* 

You might note that R is on the left side of 
the keyboard and L is on the right side of the 
keyboard* Beuuse of this you au^ wish to try 

another way* You might want to use the arrow 



keys* This would be excellent for younger 
children* This is something for you advanced 
programmers to try* Or you might want to 
make a particular key into a directional arrow 
and use a label on that particular key to 
denote the direction of tte turtte# Bm 
creative and tailor this to your own needs* 

TO MOVE 

ST - 

MAKE "CHAR RC 

IF :CHAR= "F CPL0D3 

IF JCHAR = "R CPLODtR] 

IF JCHAR= "L CPLOD,L] 

IF JCHAR = "B [PL0D.B3 

IF JCHAR « "A CCS HT STOP] 

MOVE 

END 

I have made A» for All gone# the procedural 
call for clearing the screen mii getting out of 
the RC operation* The STOP command stops 
the MOVE procedure and returns control to its 
caller* You can also hit the BREAK key to 
stop the operation* 

It is possible that you may want to use a key 
other than A* When A is pressed everything 
on the screen will be erased* If you are using 
this with very young children and do not want 
them to erase the screen by accident^ use a 
letter that needs the shift key* This should 
make it a little less likely for the screen to be 
cleared by mistake* I used the A key because 
my students learned to make their own mazes 
and needi^ an easy key to find to erase the 
sGrmm mmi begin again* 

To get the simple turtle procedures to initiate 
I had the students type in their name* After 
they entered their name the turtle would go to 
the start of the maze and be ready to move* 
Here is that procedure* Si^stitute any naine 
you want to use for mine* 

TOGO 

CS 

PUHOMESETPN2 
LT 90 FD 10 

RT 90 PD 
ST 



TO RUTH 
GO 

MOVE 
END 

Try it out now* Type in the name you 
substituted for mine and make the turtle move* 
I suggest playing with these simple turtle 
procedures first before beginning to use the 
maze program* A young child will need some 
practice before attempting to go through the 
maze* 

The idea of using a maze for the turtle to move 
through is not new* You can easily draw a 
maze on a piece of vinyl acetate that you place 
over the TV screen* I thought it would be 
interesting to use Logo to make the maze* 
Here are the procedures needed* I will give a 
. brief explanation after each procedure* 

TO SMITCHfR 

PU RT 90 FD 20 LT 90 PD 
END 

TO SRITCH*L 

PU LT 90 FD 20 RT 90 PD 

END 

These move the turtle from one side to the 
other to make the corner turns* The rest of 
the procedures will make the maze* Each 
procedure has an erase procedure* 

TO AHEAD 

FD 20 SWITCH*L BK 20 
FD 20 SWITCH*R 
END 

TO AHEAD*ERASE 

PE SWITCH.L PE BK 20 FD 20 
SWITCH*R PE BK 20 PD 
END 

This will erase the AHEAD procedure* 

TOAHEADtR 

SWITCHX 
FD20RT90FD20 

SWITCH*R 

END 



TO AHEAD.RERASE 
PE 

SHITCa«L PE BK 20 

LT 90 BK 20 SWITCH.R 

PD 

BHD 



IF :CHAR - -F C AHEAD] 

IF JCHAR = "L CAHEAD.L] 
IF JCHAR = "R CAHEAD.R] 
IF tCUAR = "B C AHEAD.ERASE] 
IF JCHAR = "E [FINISH STOP] 
IF JCHAR = "1 CAHEAD.LERASE] 
IF tCHAR > "0 CAHfiAIKi^ASE] 
MAZE ? 
END 



TO AHEAD.L 

FD20LT90FD20 

END 

TO AHEAD«LERASE 

PE BK 20 RT 90 BK 20 

PD 

END 



I have used the S£ speratiort again to make 
creating the maze easy enough for young 
children to do> F will make a forward double 
line* R wiU -make a^^rner shape going right* 
L AMlMF a corner shape left* B will erase 
the forward double line* 1 (one) will erase the 
L procB(^« . an4rO (zero) Mill erase the R 
procedure* fi will close the maze with a line 
and put the WHEN demon to use* Let's look at 
this a little closer* Type in* 

TO FINISH 

SETPKO 

LT9©FB20 

PU HT 

WHEN 0 CHT PU PLAY3 
END 



[Note* Do not be concerned when it coam% 
back with I DON'T KKQK40H TO FLAY.} 



To ckwe the maze» I have changed the pen 

color with SETPN 0 and made a line. Then I 
set in motion a WHEN command that will hide 
the turtle and play a aong when the turtle 
collides with this line. The WHEN command is 
used to set iqi a reward (song) for reaching the 

Now type ia the Simple Maze Construction Set 
procedure* 

TO MAZE ^ ^ 

CS PD SETPN 1 
MAKE "CHAR RC 



I made M the procedural call for making the 
maze* This way it will be easier for young 
children* 

TOM 
MAZE 
END 



Now for the music part of the program* I used 
the Music Con^oser Cartridge to tune the 
TOOT cammand* I have made it possibis for 
you to make your own FLAT procedure* Here 
is what you need to do* First type in the 
following prooedures #nr Jthe nc^w^ 

TOC 

TOOT 0 130 15 12 
END 



TOD 

TOOT 0 145 15 12 
END 

-tfTO E '■ 
TOOT 0 165 15 12 

mo 

TO F 

TOOTO 175 1512 
END 

TO G 

TOOTO 195 15 12 
END 

TO A 

TOOT 0 220 15 12 
END 

TO B 

TOOT 0 245 15 12 
END 



TO C>H 

TOOT 0 260 15 12 
END 



The TOOT command works as followst TOOT 
space VOICE (0 OR 1) space FREQUENCY (14 
ON UP) VOLUME (0 soft to 15 loud) space 
DURATION (0 TO. 255) 
Here is an example} 

TOOT 1 220 4 120 

This will use voice one with a frequency of 
220» a volume of 4# and a duration of 120f 

Now try it out by typing in the C and the other 
musical note letters^ C«H is the higher Ct To 
create your scxig you i^ill nwd monm other 
procedures* 

TO PART 

WAIT 12 
END 

TO REST 
WAIT 24 
END 

PART is used to make a pause between notes 
«^hen a note is used more than once in a row« 
If you don't use it when entering notes 
repeated more than once in row it will sound 
strange* The REST is used when timm is a 
rest that is the same length as the note* You 
can place more than one REST together to get 
a longer rest* Or you can enter more than one 
note in a row to get a longer note* To create 
your song make a procedure and call it PLAY« 
Then «iter the notes of your tune* I used 
Merrily She Rolls Along* 

TO PLAY 

B A G A B PAirr B PAIiT B REST 

A PART A PART A REST . 

B PART B PART B REST 

B A G A B PART B PART B REST 

A PART A B A G G 

END 

Now to make the maie^ type either MAZE or M« 
This will set in motion the RC operation to 
make tfie maze* The maze begins in the center 
of the screen* You can change the position but 



remember to change the GO procedure to the 
same place* Enter either Ft Lf or R to make 
the maze* If you make a mistake* use the 
erase procedure* If you want to stop use the 
BREAK key* You will need to enter M again to 
start over* Nhen you are finished with your 
maze enter E to end* Then enter your name to 
set the simple turtle procedures into control* 
Now use the simple turtle procedures to go 
through the maze* ^ ^ 

It is puzzling that when you reach the end of 
the maze the song plays through twice* AlsOf 
if you enter any key other than A (or the 
moywsi procedural letters) the song will play 
again* I don't know exactly why this happens 
but it does make it self-correcting* To get the 
process to proceed you must enter A} no ott^r 
key will work* A dears the M»im a^j^Mdies 
the screen for another maze* 

If you wttfit to make mmfim»MW and use it 
over and over just make # procedure using the 
AHEAD procedures* The rest is up to you* 
You have the parts to use and change* 

Here are some ideas to try* You might want to 
make a more elaborate maze using T 
connections and use the SWITCH procedures to 
make different shapes* Use the PENUP 
aimmand to move to other places* Charme the 
screen color* Change the F command # using a 
variable* so you can enter the distance every 
time* Older children might like to use regular 
Logo commands to go through the maze* 



If you have any questions or comments give me 

a call at (313) 949-5472 or write to me in care 
of the Hace J ournal* 
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Print graphics characters in your program 

listings 

by Ann McBain Ezzell 

One of the few complaints I have about my 
^^^5!WUrlO printer is th#t it cannot list 
programs «i^hich contain special graphics 
characters* Inverse video characters usually 
print out as strange international characters} 
other graphics characters ring the "Out of 
Paper" bell, cause form feeds, and otherwise 
jTjess up my listing* When I read Sol Gruber's 
^article "Rotat^g Fonts", in Antic Vokjuie 2t 
Number 10 (January 1984), I realized that his 
font-rotating rgytine could be adapted to use 
with a listing pn^ram«^ I m^ktd up writing two 
programs: DEFONT, which creites a file to 
hold the rotated font data, and LISTER, which 
usK the ^t-^#£idr«ssable graphics mode of ttm 
printer to list all graphics characters* Both 
programs as written will work with a disk 
system but can easily be altered to work with 
cassette storage* 

The theory behind Mr* Gruber/s rotating 
routine is well-explained in his article* 

Briefly, the eight-by-eight bit grid that 
corresponds to each character in the Atari's 
ctoracter set is "rotated" so that the eight 
bytes comprising it are read vertically instead 
of horizontally* When these "vertical" bytes 
are sent to the printer* eight for each 
character, the vertical pins on the printer fire 
properly ta prodwoe the characters* The 
itot-addressable graphics mode is used to 
produce bit-mapped characters* 

Relating e^ dtmrm^er in ttnrvi Amng a 
printing operation would be abominably slow, 
so D£FC)NT Q'eates a. string hold the 
rdtated character data« TMs string is saved 
to disk or cassette, then read in by LISTER, 
which reads^ A Usted file line by line from disk 
or cmssettet €iiri^iiM^ it to the proper format* 
and sends it to the printer* 



PROGRAM details: 

DEFONTJ Defirm FONT* to hold rotated 
character data 



The character set in the Atari is not st^ed in 
ATASCII order,* rather, there is a special 
internal character code* I wanted to be able to 
access my FONT$ by ATASCII value* so the 
first step in DEFONT is to set an array 
ICC(I) which holds the internal character code 
values for the ATASCII values of I* Only 128 
values need to be used, because the second 128 
chara^r^ are simply inverses of the first 
128." 

Lines 3000-3090 are adapted from Mr* 
Gruber's routine and modified to work on a 
printer with the MSB (most significant bit) 
firing the top pin, such as a Gemini or Epson* 
Users with NEC or other LSB- top printers 
will have to change these lines or learn to 
read upside-down* Line 3010 sets the variable 
CHARSET ec^ to 57344t the beginning of 
Atari's character set in ROM* To use this 
program with your own custom character set, 
simply replace 57344 with the starting addrfis 
of your set* 

CHR$(155) is the EOL (and of Une) charactfiur* 
Hhm f?^ Gemini receives this character* even 
in dot graphics mode, it does not print 
properly* I found that replacing any 155's in 
FONI^ with 194's produced a character thi^ 
looked more normal (lines 5000-5060)* The 
only occurences of 155's in FONT* as created 
from Atari^s noraial chiuracter set are in the 
inverse video "A"* If you use another 
character set, you may have to experiment to 
see which value is the best replMement for 
155* 

C^ce FONT* has been created» DEFONT usm a 

machine language routine to store the data to 
a disk or cassette file* Lines 6000-60i0 set 
up the K}CB O^H^/Oytput Contr^ Block) to 
handle this transfer* This method of data 
transfer has been explained in several books 
and articles* A good re^ence is "Mapping the 
Atari" by Ian Chadwick (COMPUTE! Books, (c) 
1983)* 

LISTERJ Generates printer listing 

LISTER uses the same machine language I/O 
routine to read in FONT** Storing the data in 
this fashion saves a lot of typing of graphics 
chara£;ters* CkujR the program has been runt 
you can print fiic^e listings without loading 



FONT* in again as long as you do not stop the 
programt If you have to interrupt the program 

for some reason, a "GOTO 180" from immediate 
mode may get you back on the right track* • ' 



Lines 50-90 read in 60 stririgs from your 
chosen file* These strings are concatenated to 
form HQLD*t with the lengths of the 
individual substrings stored in the array 
SLEN# This method cuts down on the amount 
of time spent accessing ttm disk or cassette* 

Once all 60 lines have been read in, each 
substring (i«e* program line) is converted to 
OUT* and sen% to the printer* OtfT* is Ibrmed 
by finding the eight-character part of FONT* 
that corresponds to the ATASCII value of each 
character irf the siribstring* The actual printing 
occurs in lines 140 and 150* Printers other 
than Gemini may require a different set of 
printing commands to set up the dot graphics 
mode* ' 

Line 170 iitserts six blank lines between every 
60 program lines to skip over paper 
perforatic^s* The program continues until it 
reaches the end of the listing file* 



The disk version will create a file called 
"FOIITSTRCi"t Zf you mrm using a cassette or a 
disk drive other than #1^ change the OPEN 
command in line 6050 accordingly* No other 
changes should bi^mcessary* 

lister: Type in and check Listing 2 as for 
DEFONT* Make sure that you have the FONT* 
file on tf^ disk or cassette you are u^#ii[ aiKl 
have listed copies of any programs you want to 
print* When you first run the programt it will 
load in FOKT* and then ask you ^ the name 
of the file to be listed to the printer* You 
must specify the device* For a cassette file» 
you may use "C {FILENAME" if you want the 
name of your program at the top of the listing* 

LISTER will then f^ead in your program and 
print it out* Be sure to leave the disk or 
cassette in place until the listing is complete 
(remember that long fil#s mre not all rmmi in at 
once)* If you want to print another program^ 
you can do so without loading in FONT* againt 



USING THE programs: 

DEFONTJ Type in Listing 1 and check it 
carefully* Be sure to save a copy before 
running it* When you run the program* you will 
see a title screen with a short explanation* 
Once you press a keyf the screen will go blank 
while FONT* is being formed* Turning off the 
screen display frees up more time for the main 
processor* So that you won't think that your 
computer has abandoned you* the program 
periodically gooses the internal speaker to 
make it click* (You won't hear the clicks right 
away* so give it a minute or two*) If you don't 
hear these clicks, hit SYSTEM RESET and 
check your program* You can change the POKE 
559*0 in line 3010 to FDKE 559*34 so that the 
screen won't black out and you will be able to 
see any error messages* Change line 3010 
back before running the corrected program* 

After FONT* is complete, the screen display 
will come back and instruct you to prepare 
your storage device* Press any key when you 
are ready and FONT* will be saved for you* 



FOR ^>€30XL Stf SOOXL 

by Russell Crum 



After accidentally catching the RESET key on 

my SOOXL when I meant to press the OPTION 
key# I installed a simple guard on my computer* 
This accident is (Mfticularly likely to happen 
in ATARIWRITER when you use the Print 
Preview function* I found a 1-1/2 inch by 1/2 
inch piece of rigid plastict I attached tlus to 
my keyboard with two small pieces of double 
back foam tape* It is attached horizontally so 
that the lower edge just overlaps the top edge 
of the OPTION key* Now when I press the 
OFTION key I cannot accidentally catch the 
edge of the RESET key* It makes the RESET 
key slightly more difficult to access* but 
that's OK* Be sure to use the thick foam type 
of double back tape instead of the very thin 
type* or the spring pressure from the 
protruding special f taction keys will pry the 
saftey strip loose* 



lO 



nou't i n 
by sol 



REM «Mn>t 
n Ezzell ±984 

2005 REM CHanacter- set r-otatiion 
e a<iapte<J ^noM '"Rotatiing Fonts*' 

Gruber, AMTXC vol. 2« NUMber 
SM^ HCM THts pro0rM «»iii t 

DiPONTSTM cf»an0» lino mm #or cas 
s*tt« version or*' to uso D2,»tc. 

201.0 DXH FONT^ C2048> , XCC C J.27> , CZOV$ C7> 

201.5 REM xccci> hoids internal cbanact 
•r code for atascxx value X 

2020 FOR X = 0 TO 3X : XCC CX> ^X-l-O^ : NEKT X 

Mtxoec»ssx-s2iNeicir x 

A27 I zee CXI KJCt mCHT X 
r-OMT« CX> FOMT$ C20*ai FOItT 

S C2> =FONT$ : CXOV$ = **HbKS2l.VC]** 

2XOO ? "■■«4'4' ► ►DEFONT : : ? *"4>l>ef=ine a str 
ing to bold a r-otated*":? '"font for- pri 
nting Atari grapbics** 

? ^iftf%4i tMMlf^M V t «iao c Hmr^mm 'mmr^m 
I ir ••y^ur caMtM 4M» s#i%t lap ppftYt^vp . 
2±2e 7 **4^<»Tbe screen «tt 11 90 bianii tittft 
le FONT$":? '"is being created 
ase tbe** z ? "execution tiMe." 
2X30 POKE 752«XS? "*4'4-4- ► 



O COMTXNUE 



XP PCCK C7e4> saw TMCN 2X4» 



i»v Ann McBain eat 
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302 
#• 



get ol^i^ 
into FONT$ 

O P O K ^ p 5 9 , O i Q.Hj^> e T = 
ONT^Si 

O FOR «l = e TO Xe23 9 



a«e« and p 



S734t4 : NFONT=AD 



TEP 8: POKE 83279 



M=:X28 I US8 t OPFSCT=e«ZeC C«f /"ttl 
3040 AB = PEEK CCHARSET-»-OPPM3'«ll> IKKSR 
3050 9P=MFOMT* J+7-KK 

3060 XF AB/^2<>XilT $A8<r2> - THi^li POfCe I^P* P 
EEKCSPJ-I-N " ^ 

ABsXNTCM/'2> tKK3sKK«>J.sZP KK<a TNCN 



» Msli^^ t fliSttHhJLt xr U<8 THEN 
3090 NEXT J 

4.000 REM second baif of PONT^ Holds &n 

verse video cbaracters 

40X0 FOR X = 0 TO X023 : REG = PEEK CNFONT-l-X} 
S XNU = 2S8-REG l POKE NF0NT^X024-«-X , XN V : NEX 
T I 



ded Mitb ±5<4"S 

S01.0 Ft.AGX55 = 0 : POKE 53279, O 
5020 FOR X=X TO 2048:XF FONT^CX, 
^CX55) THEN FL. AGX55 = FL.AGX55-t'X 
8030 NEXT X:XF Pl.AGXSS = e THEN 
8Ma . RZM N0I.DX80 CPI.AGX8S-X9 I 



X> =CHR 



SO t POK 



t CX55 
5080 



de V i 



# w - 

FOR X = 
) THEN 
JX55= J 
NEXT X 
US 

POKE 

c e f or 



X TO 2048:XF FONT$ CX, X9 =CHR 
HOI.DX86 C«fX88J =X S POJITt CX^» 



wap8ft»j» 



,348? 
rONT$ ^ftt 



(tora9( 



PRESS #%NV 



KEY TO CONTINUE 



!■ ■ 



6020 
6030 
8040 



IF PEE 
POKE 7 
8A=ADR 



THEN 8020 



BAl. 



88) XB 

8050 
, XX : P 
, BLL. : 
6080 
I POKE 



l.t.=BI.- 
OPEN 
OKE 88 
POKE 8 
9TORE= 



K C784) =288 
64,255 

CFONT^J 8 BAH = XNT CBA/^286> 
I Bt.st.EN CFONT#> I 
Bt.H«288 

, 8 , O, ""D : FONT9TRG** : POKE 888 
8,BAL:POKE 889,8AH:POK£ 872 
73,Bl.H:POKE 874,8 

U9R CAOR CCXOV^J , 32J : Ct.09E tt2 



8 REM Listing 

X8 REM 

zeii X984 

I. 2 REM uses FONT$ generated bs/ defont . 
BA9 bs; AME - File D : FONT3TRG MUSt be O 
n disK in drive ttx to run L.X9TER 

X8 I.ZMS8O1REH to POOtf in M PPMP«M 1ft 
nas at a tlMa 

20 DXM A^ CX20> , OUT$ C980) , FONTS C2048> , F 

II. E$ CX4> , HOLDS CL.XM9*X2B> , 9«t.EN CLZm « PONT 

PARTS CX28) ,CXOUSC7> 

25 CXOUS = **bbbS2l.MC]"« I FONTSs** V* : FONTS C204. 
89 s*«^«* s FONTS C2> SPONTS t G09UB 2088 
3B PIl-ESs" •••i** ► H-XST 

E«t^tY ""4>Por usa ONL.V Wftttt #ftlM «fcB« 
Kave**:? '"been t-X9Ted to tape or disK.'* 
40 t "*4^«Enter filename to be LXSTed to 

printer"!? ""'T CSpec i f s# davi c e> 1 ZNPUT 
FXt.ES 

S« ZP PZL.CSCX, X> ANB PZt.MCft.,» <> 

••0»« ITftCii i»8SJtMtM^TCr M2B 

mm TRAP XOOBSOPEN ilS«4«B,PXl-ES 

8B OPEN «t3, 8, 8,««Pt ••IT itS 1 ••iiBlbMMS"* I T ft 

S;FX1.ES:? tt3 

&5 9T = X:FOR XT = X TO t-XM:XNPUT t«2 , AS ; t.s 
LEN CAS> : HOLDS CST, 9T-t-L.-XJ sAS : St-EN CXT9 =L 
I STs9T-t-l- SNEHT XT 
7B STsXiZP LZHSB TNEN X88 

mm POR ZTsX TO lzhioutscxs s««V*«iOUT#C«8 

89 =**9-" : OUTS C2> sOUTS B l.s8i.EN CZTl t ASsiipi.B 
S C9T, ST*l--X> : 9T = 9T*L 

90 FOR X = 0 TO t.~X : CH = A9C CAS CXH»-X9 >: OUTS 
CXW8-I-X, X«*8-t-8} SFONTS CCH«*8-t-X , CH^B-t-B) I NEX 

T Z . - -^-'- ^ - 

X3B REM prftnt iftna 

X4B i.9s|.W8 s HZsZNT CI.8/'288» I L.Osl.9-NZ«t288 
X58 ? «t«»**%l."«|CNRSC&.0> f eililSCItZ» IOUT0I I 

NEXT XT 

X60 XF Ft.AG THEN 200 

X70 FOR XTsX TO 8s? tt3 1 '*%t.V^*" S NEXT XT 8 

MTO BStltCM t»ianK SA«»a» «M»tMaan pasas 
2BB T MiT "♦♦LZS TZWiS INttl^t-glrg , " t 
tt2iet.OSE ttSlf 



ANOTHER LISTTMC 



t Y N 



2x0 OPEN St2, 4, O, '"K s 'MGET tt2«AlCL.09E ft2 

S XF A089 THEN END 

220 L.XMS80 X FLAGsO I GOTO 30 

XBBB REM CH8CH 8PP18P 

XBXB P^Pl^K CJL9W « Zr PaJ.M TIMIfl ri.*«sX t 

LXMsXT-X : GOTO 70 1 REM end of file 

X020 ? "*C3"';:POKE 752,X:XF P = X70 TNEN T 

I ilJ <i| W I'iMiJiil'l II I I n 1 1> x20o-»-t.D 

X030 XF P = X30 THEN ? ••♦♦EEHaOP" 



F ILEMAME 



"(GOTO X200-*-t-D 



X04B XP PSX3B TNEN T 



T RESPOND 



: GO 
XXO 



X20 




B2, 
200 
N = X 

NTS 

20X 
, 7 S 



P 

TO X20 

O f 

; PEEK C 
O FOR 

I 

r 

O : END 
O TRAP 
NT CBA/' 
y : 81.H = 

0 OPEN 
POKE e 

1 POKE 



r* 

SX88 TNEN 

O-t^LD 

X88> •t-258M^P 
MsX TO 500 
I 



DEVICE DOES NO 



ILE NAME 



; PEEK CX951 
EEK CX871 
SNEXT HlPO 



• ■I 



AT L. X N 



XOOO : LD=X 
2589 SBA1. = B 
XNT CBL/^258 

fS2 ,4,0, '"D 
88, BAL t POK 
B73« BLH S 



00 : BASADR C 
A-BAH«258 : 
y : Bl.t- = Bt.-B 
: FONT9TRG" 
E 889, BAH: 



FON 

BL = 
LH» 
: PO 
POK 



TSJ 
LEN 

258 
KE 



: BA 
CPO 

888 
72, 



mmmm zNLOA»s5iisftCR»RcezovS9 ,se> i close tt 

2 t LBsB I RETURN 



OSS— sojyiE 



Here are some items from the October 1984 
OSS Newsletter* This just might be the 
incentive needed for those of you who have 
been considering purchasing one of OSS'S fine 
products* First* they are sponsoring a 
programming contest* At le^st three prizes of 
$100 worth of OSS merchaniise will be 
awarded* Here are the rulesJ 

1* Your program must be written using 
ACTION!, BASIC X/L, or MAC/65* The best 
entry in each language will receive a prize* 

2* Programs may not exceed IK (1024) bytes in 
size* Size is as SI^VEd from BASIC XL or 
object code size for ACTJON! and MAC 765} 
routines in ACTION! cartridge's built-in 
libraries do not count against you* 

3* Because of the size limits imposed ^ OSS 
expects that most programs submitted will be 
games* If# in the sole opinion of the judges^ a 
non-game program of exceptional merit is 
entered^ a separate and equal additional prize 
may be made* 

4* All programs submitted must be the 
original work of the author(s) and in the public 

domain* Neither the author nor OSS will claim 
copyright or any other rights* 

5* Entries will be judged on user appeal (50%)^ 
originality , (10%)t meeting size restriction 
lt4M)f and use of the language (30%)} assembly 
language routines in BASIC XL or ACTION! 
will be looked on with disfavor* 

6* Programs may not have been previously 
published* OSS reserves the right to publish 
any program siAumtted in its newsletter or 
other public domain media, in which case the 
author will receive the standard 
non-commercial publishing smm4 of at least 
$25* Programs may be submitted to other 
publications after conclusion of the contest* 

7* All entries must be postmarked not later 
than 12/31/84 and received by 1/7/85* 

8« Miscellaneous! No purchase necessary* No 
special form needed to enter* Enter as often 



as you wish* Programs must be submitted on 
disk or tape, which will not be returned unless 
a self-addressed mailer and postage are 
enclosed* Decision of judges is final# In case 
of ties, duplicate prizes will be awarded* 
Employees of and authors published 
commercially by OSS are not eligible* Winners 
will have to sign a form agreeing to the 
conditions imposed above* 

As if the programming contest were not 
enough* OSS is also offering payment for 
piAlished articles using or demonstrating OSS 
products* This means, for example, that if you 
write a program in ACTION! and yaur program 
appears in a recognized national imgazHie) you 
will not only receive the normal payment from 
that magazine; OSS will ygu an amount 
equal to what the magazine pays you* 
Similarly, articles published in a user group 
nej-^sletter will be eligible for a minimum 
payment of *25* 

Restrictions* Articles cannot be construed to 
be reviews* Any magazine with 20f000 paid 
circulation automatically qualifies for the 
category (check with OSS about other 
publications)* The yearly maximum per person 
for this plan is *500* 

Newsletters nr^t be bonafide productions of 
recognized user groups* Generally, the 
newsletter must be four or more pages in 
iMgth and have articles by at least three 
authors* Your article must be one page (8x11) 
or longer* No more than two payments per 
year will be made to any one author*^ If OSS 
choses to reprint an article, a second payment 
will be made* 

Finally, OSS will also make a cash award af 
$200 for the best printed article in either a 
commercial or ystr publicat^t The deasion 
as to what constitutes "best" shall (what else) 
be at the sole discretion of OSS* The 
"czmtest" for this award will run from July 
through June (publication liates) and tte^^ 
will be made by August Slst* 

So, campers, get out your OSS products and 
start cranking out those programs and 
articles* When they are published, send a copy 
to OSS and wait for the fmm and glory to 
start rolling in (also the biNdcs)* 



THE WRITER'S TOOL™ was designed 
for WRITERS who want to WRITE I 

When you want to write on your Atari® Computer — a letter, a business report, or a book — 
you want to dmcentrate on writing smd not on the word proceraor that you 

are using. 

You want to write inmiediately without having to spend hours learning some 
fsiiey tuy&bem w mm&skh&eb^ complicated commands. 

You want to write quickly...as fast as your imagination can fly. Then edtt as 
fast...correct mistakes; change, add, or delete words and phrases; rearrange the sequence 
of paragraphs or entire pages without fearing that one slip of your fingers might 
wipe*mit ^lurs of precious work. 

You want to be able to save or retrieve your text flies on any type of Atari i^mpati- 
ble disk drive using either single -density or double -density disks without worrying about 
accidentally erasing files. 

You want to be able to print out your finished piece right away, using all of your 
printer's capabilities such as Pica, Elite, and condensed type; print two-columns on 8V2'' 
wide paper and proportional spacing; and print different types of characters: douL- 
ble - width , bold-face, itaUcs, underlined, and 

Compare THE WRITER'S TOOL with the others: feature for feature, dollar for dollar— 
if you can find a better word processor, buy it! 

THE WRITER'S TOOL''' SuperCwtric^ Pn^ram Di^ Tutcnml & B^eren^ 
Manual (Requires an Atari® Computer with 40K Memory, disk drive, mmd any Atari 
compatible printer) $129.95 

New Tools to Help You Write Better Programs 

THE BASIC XL TOOLKIT 

Packed with many useful BASIC XL subroutines and game demos, plus a BASIC XL RUN 
TIME FILE that you can add to your pro£^ams so that yovu* friends can run them on any 
ATARI® Hcnm Craip^r. 

THE BASIC XL TOOLKIT Disk & Manual, (ReqiOms 40K Wmory) $39.95 

THE ACTION I TOOLKIT 

A useful library of ACTION! subroutines: PMG.ACT allows easy implementation of 
ATARI'S player /missile graphics, REAL, ACT implements the use of floating point num- 
bers from within ACTION! programs, lO.ACT allows many advanced disk file manipula- 
tions, and many more procedures and demo games. 

THE ACTION! XOOLKIT Disk & Manual, (Requires 40K Memory) $39.95 

THE A/IAC/65 TOOLKIT 

A special library of macros that will quickly add the macro equivalent of many BASIC com- 
mands to your source file programs such as: POKE, GOSUB, NEXT, TRAP, GET, 
SETCOLOR, PLOT, player/missile paphics, plus many more commands. 
THE MAC/65 TOOLKIT DuOc & Manual, (Requires 40K Memory) $39.95 

Now Available At Your OSS Software Dealer: 

FAMILY COMPUTER CENTER JUST SOFTWARE 

3895 W. 12 Mile Rd., Southfield, MI 48076 22205 Kelly Rd., East Detroit, MI 48021 

BASIC BITS & BYTES 



34815 Ford Bd., WestiitttMl, MI 48185 

ATARI* is tfw f«gMW«tf Imdemwk o/AT/m INC. 




Precision 
Software Tools 



MODEMS AlStD 
INTERFACES 

by Kirk Revitzer 



The first question you might ask when buying 
a mcHlem iSf "Do I need an interface?" Wellt 
the answer is ye« «d^f^^ 
except the MPP and Atari* require some sort 
of interface* So» as far as interfaces go» we 
have two choices* 

First we have the Atari 850* The 850 has four 
RS-232-C ports and one printer port* The 850 
will handle virtually any modem* Just about 
all public domain and commercial software is 
written with the 850 in mind* So* at today's 
low prices* it's probably the best way to go* A 
word of caution* though* You may encounter 
difficulty using an 9SO with an Atari-- 
compatible printer with its own interface 
device* Some printers* such as Alphacom and 
Okidata's color printer^ use a simulated type 
of 850* Your Atari could get confused trying 
to talk to more than one 850! 

Next we have the R-Verter from Advanced 
Interface Devices* This handy little device, 
when I used it, did everything they said it 
would* It comes with a disk full of support 
utilities for modem and printer and will handle 
^t about any modem except the Bell 212A* 
And there's even a way around that! With the 
use of their AUTORUN this interface was able 
to run all my 850 software umf^ an Atari 830 
acoustic modem and a Hayes 1200 Smartmoderibr 
YeSf it will support AMIS*BBS* 

As far as modems go, I have used the Hayes 
Smartmodem, MPPj and Atari 830* 

The Hayes is a direct connect modem, meaning 
it plugs right into the modular phone jack* A 
regular phcme is not rec{uired nor are there 
provisions for one* Connect status is^ 
displayed constantly by a set of LEDs on the 
face of the mcxlem and it has a built in monitor 
speaker that cuts out when the carrier is 
established* The Smartmodem is smart in that 
it recognizes commitfids from the keyboard and 
displays results to the screen* It does not 
recognize dial tone or busy signals? that's all 
done through timing loops* The modem wiU 



originate calif in either touch tone or pulse 
dial* 

The MPP is a direct connect modem whidi does 
not require an interface* The modem connects 
te a modulaj^.^one jack and to ^ystickport 2 
on ANY Atari computer* The modem com e s 
with a Smart Terminal cartridge} however, I 
u»Ki the optional Ei handler ateo available 
from MPP* With the ATriOflim*81^ Sr handler 
most 850-based software will run* 

Last on the list is the no-frills 830 acoustic 
modem* Using a standard desk phone, you dial 
the nurrdier of a BBS* Hhen the distant modem 
answers, sNave tfte handset into the riAber 
cups on top of the modem and away you go! 
The «Dt^tic modem does nothing on its own} 
it's all up to you and your telephone* Since 
they are comparable in price# I'd stick with the 
direct connect* 

So there ya go! Now* reach out and connect 

someone* ^- ^^v-^ ^ . . 

SHOW AJMD TELL 



Try this little demo from Jim Wilson (author of 
last month's feature progr«i)» 

*=$600 

LOOP STX ♦D40A 
S?X»D018 

INX 

JMP LOOP 

Did you know that you can change the screen 
colors on an Infocom adventure by leaving 
BASIC in and POKEing the screen colors after 
the READY prompt appears? Then call DOS to 
run the adventure* This tip comes to you from 
the message base of the Tradif^ PMt ]^S# 

The left margin for text screens is normally 
#i^to 2^ If you 4yre tryif^ to-«|ueeze a few 
more letters into your program lines* you can 
POKE 82#0 to set the margin to zero* This will 
give you 40-column lines ami a fuU 120 
characters per logical program line* 

For neatness 4n «dreen dim^mymr POKE 752 

with any non-zero value* This will turn off 
the cursor* POKEing with zero will restore it* 



THE KETTJRISI KEY 

Ekniel J» Ellis 



I hate to do any stink flinging, especially in m 
election year* but sometimes it seems to 
perfume the air on itm own* While the families 
of friemte aM relatives continue to run 
barefoot in the park, determining which 
company they ownt or serve# "Big Blue" is 
fMMng trai^ like "l^ffbot*" Their pMlMophy 
seems to be, "If we can't build the best 
computer, maybe we can make them think they 
build the wwst?" 

If youVe wondering what I'm babbling about, 
try to mmmtmr the days before "Bigfoot" 
stepped in* A computer was a "Computer", 
known mostly by its name* There were "Apple" 
and ""Radio Shack," and there was "Atari"* Oh 
yes there was something called a "Vic*" There 
were various other brands well worth 
mentioning, but they were more 
business-related, too expensive for the word 
"home«" Nowf it seems# we all own some kind 
of "P'ersonal "Computer* What happened to 
the "home" computer? I think I bought the last 
one in 1982! Let's go back a few years 
more***say 1979* I once heard a rumor* "Big 
Blue" isn't interested in the "home" computer 
market* Do you suppose that had anything to 
do with ttie thought that IBM invented the 
disk? 

Rumor has it that Bigfoot is on the loose 

again! On the inside back cover of Info world 's 
November issue, you'll find some fresh meat 
for the dogs* (It's True! Atari owners do re#d 
"Infoworld"») While Bigfoot is bleeding the 
"Blue" out of American pockets with its 
Japanese bed partner, it continues to set 
industry standards in a traditionally accepted 
way* Big Bucks and chiclet keyboards* Yes, 
there is truth to the fact that most of the 
public will buy it! Apple has proven that with 
the "MAC"* Yet there's none known better in 
the home (not personal) market than the 
"Commodore"* (Oooh! that makes me cringe!) 
While Apple proudly parades its single sided, 
slightly flexible, 3*5 inch fiboppy, Bigfoot is 
"Pondering" in the park* The adoption of a 3 
inch double sided "cartridge" styled disk, 
manufactured by their Japanese lover, looks 



quite appealing* And why shouldn't it? It's 
far superior irv design and follows the 
Tradition of Excellence set by the original 
Atari engineers years before! In fact, right 
now f it's available for your Atari computer at 
an inexpensive price! HiSi^ do I know this? 
Simple} I own one! It's called an Amdek* But 
I also work with three HP "Baby Hueys"* You 
know, the ones with the "Fingertip" panels? 
(built for touch typists with ten inch fingers!) 
Thev have 3*5 inch diskt^ 

My advice to you* Buy one, from Amdek* Now, 
before Bigfoot decides to kick up the price! 
Amdek also includes a free Centronics printer 
port and a start-up package containing "DOS 
XL" with added utilities from Amdek* The DOS 
version is complete with the^^ instnielton 
manual from OSS* (Hear that, Indus users?) A 
special merge program allows double density 
operation with the old Atari DOS if you prm^ 
it* Here's the icing on the cake* a 
Shugart-type ribbon cable interface is built in 
for any 5*25 inch generic drive!! (See the 
review in ANTIC'S Aug* 84 issue) 

"The Return Key" is written to support the 
idea that a computer should be "READY" when 
you first turn it on and not just "OK"* That's 
the key return on your investment* ReAlOV 



IDO YOXJ YOUR 

ABC'S? 

tiy PmA Hheeler 

Mot if you don't know which Atari BASIC you 
are using* There are now three different 
versions in use* A, B and C* There is an easy 
way to find out which version you have* Just 

PRINT PEEK(432:34) and the value returned 
will indicate the version* 

If the value is 162, you have version A} if it is 
96, version B» For version C, the value should 
be 234* Version C is the latest and is 
considered to be bug-free* It can be had for 
$15 from Atari, in chip form for the 400/800's 
and as a cartridge for the XL's* If you are 
still under warranty, it may be possible to get 
version C free of charge^ Check with Atari 
Customer Support for full details* 
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It's time far appther*f* 



Well* we made it through the first month 
tos^tbert Now the honeymoon is over* It's 
time for all of you to stjart getting involved in 
YOUR user group* With the way things are 
goilig out in sunny CA# MACE may be the only 
true Atari support you a» going to have« We 
have a group of officers who are willing to 
work hard to make MACE the success it 
deservi^i to b#» liut we can't do it alonet 

Specifically* we need resources* We need some 
knowledgeable peopte to be available at 
meetings to answer questions* We need 
members who are willing to spend some time 
witing for the Journal* We need programs^ 
ideas, opinions, product reviews and 
informative articles* We need submissions for 
the il^ md tape libraries* If you all sit back 
and wait to see what the new officers are 
going to do# you may find out that we 
eventually g^t tired of doing everything 
ourselves, and just stop doing it* We don't 
want thisi and I'm sure that you don't either* 

Some of you may feel that I mn lieing 
premature in coming down hard on you so soon 
after the elections^ and perhaps I am* I just 
want you all to know what you dm eiqiect fran 
us (hard work and an honest effort to keep 
MACE going) and what we expect from you (the 
same)* If all you want from MACE is to come 
to the meetings and be spoon fed, you might as 
well fttay home and watch the computer shows 
on PBS* If you want an active» interactive 
user group, then come forward with your ideas 
and questions! your complaints and 
suggestions* Give us some idea of what YOU 
want MACE to be, or it may cease to be* 



Last time we took a trip to Kitchener Ontario 
to attend a typical Canadian User Group 
meeting* About 300 kilometers (as the crow 
flies) or so* This time, though, we're talking 
bigJ Las Vegas* The Qi^sumer Electronics 
Show, scheduled for the first week of m^l 

Kans are now to r«it a van (or bus if there 
are a lot of us) and drive non--5top to Vegas 
for the show* You can pre-register for the 
show now - if you register on site, it'll cost 
you ten bucks* All costs iem^t those 
incurred at the tables!) will be split evenly. 
We ask that participants be at least 21 years 
of age* Tentatively we havm 

following} 
Leave Detroit,^iOO AM Friday 1/4/85 
Arriw Las Vegas, 2{00PM Saturday 1/5/85 
Enjoy show Sat-Sun-Mon 
Leavi^ Las Vegas, 9:00 AM Tuesday 1/8/85 
Arrive Detroit^ 7:00 PM Wednesday 1/9/85 

If you've never been to C*E*S* you don't know 
what you're frtsfting* It is the larflest show of 
its kind anywhere* And with Atari making 
their gracid introductions of their new 
hardware, you'll want to be there for ^re. So 
come on! Let's show Atari how strong MACE 
really is! 

Tentative plans are to stay at the Circus 
Circus Hotel* The rates there are good, and 
it's in a good location* For further 
information, call Mike Lechkun at 978-8432f 



(These ads are available free of 
MACE members. Your ad could be here!) 



Atari 822 Thermal Rrinter f^ sale* Includes 
cable, paper and manuals* *100*00. Call Steve 
at 333-7113 (evenings)* 

Casio PT-50 Electronic Keyboarrf fw WtS. 
CaU Mike at 272-0571 (evenings). 



For SaleJ Atari 400 with Intec 48K board, MPP 
printer interface cabls» In-Home Keyboard and 
original keyboard, plus IteU^ Speedway 
cartridge (by IDSI). Best offer. Call 532-3634 
(days or evenings,) 



THE GRE-4TEST 
SHOH THIS 
YEAR !!!! 




HUGE SXI^INGS 
FOR THE 
H0LIDi4YS li 



COCnPUTEfl FE5T 

>1PPLE, ATARI, COMMODORE, IBM, TRS-80 
S/4NY0, EPSON, C0MP/4Q, OSBORNE, TIMEX 
TEXi4S INSTRUMENTS, W>1NG, ETC. 

COMPUTERS, S0FTW.4RE, PERIPHERy4LS, 
SERIOCE, FURNITURE, /ICCESSORIES 

NEN & USED 
BUY/SELL/TR^E 
FREE PRIZE DRi4NINGS 

SUND/4Y. DEC 16 

9AM. TO BPM 
/IDMISSION $3.&d 
UNDER 12 v4CCOMPi4NIED BT ADULT FREE 

MXIN P^V'ILLIONi 
SOUTHFIELD CIVIC CENTER 
26808 EVERGREEN RD., SOUTHFIELD 
FOR EXHIBITOR INFa Ci4LL<313>522-68U 



com:p=>xtter fest aomission 

(One person per ad» please) 



8028 Wayne Road 2843 Orchard Lake Road 

Westland, MI 48185 Keego Harbor, MI 48033 

(313) 522-6011 (313) 681-6600 



CASSETTE COKlMlSi^ 

by Mike Landis 



I would like to start off by thanking the many 
members who took the time to stop by the 
Cassette Library^ I learned a lot from the 
suggestions that you gave* Next month we 
will be introducing several of your ideas! 

One comment was made mafiy tirnes, and it 
always came out the sameJ "A friend of mine 
is IcKiking for a pri^rain to do»M"# Amazing as 
it seems, we found every program thAt tt»ir 
friends were looking for* I would like to know 
if there is anycm mrt therar^^i^^ for a 
program to do^*? As a matter of fact, the 
cassette library has over 500 programs to 
dioeme from* If you can't find the exact 
program you need, almost 90% of these 
programs can be mgdified to work for anyone* 

Do you know one of the best things about this 
public domain software library? You say you 
don't know? Well, take a minute to s»|op by 
and ask! We will be happy to let you in ^ the 
secret* 

As you know, last month we started monthly 
specials* Well, we knew we had a good idea, 
but we didn't know xt was that good! We flew 
through the tapes cm Iwitf and took mail 
orders* Since it went so well^ we decided to 
run the same special this month, but we are 
stocking more tapes! 

Tape Rl Utility Programs 
Tape VJ Adventure Games 

Tape K: Educational Software 

Just like last month the price is 3 tapes for 

$10*00* That's less than you would pay for 
blank tapes! 

We are still adding new tapes to the library, 
but we are also reducing our current stock of 
tapes* You can take home 5 t^es for $15*00* 
Now, how can you pass up a deal like that? 

A hint from one of our rr^mliers* Before you 
attempt to load a program from your prc^ram 
recorder, follow these simple stepsJ 



1* Clear the computer's memory* 
2* Type in LPRINT and press RETUPiN* (This 
^ ^ will clear the buffer J 

3* Then CLOAD the program in» 

To ensure a good load, periodically clean the 

imfm tmrnis with at good cassette cleaning 

system* 

If you Imve tots that you have found to 
work, stop on by and bend my ear for a whilet 

I always have time for helpful hints i Thanks 
again and remember, it takes #ai*i of us to 

mak§ this the best users group in the galaxy! 

oooooooo 




MACE Journal readers can take advantage of a 
couple of special group offers this month* 
Only oertif led checks or tfHxmy orders will be 
accepted (MO personal checks)* You can send 
your orders to the MACE P*0* Box or pay in 
person a* ttwr next meeting (December 18th)» 
All funds will be held until the offer dowsj if 
we da not receive enough orders, your check or 
mcMiey order will be retiirrtedi* Here are this 
month's offers? ' . 

LOGOVILLE BOARD GAME (see review in this 

issue) 

Minumum group order? 10 games 

Special price} $11*65 plus $2»00 shipping 

(reflects 10% discount) 
Closing date? Dececober 18th 

- - " - > 

ALPHACOM 42 CONSUMER PACKAGE 
Includes* 40 column thermal printer with 
direct cwnect intelligent interface cable (does 
not require 850), built in ATAKTII charter 
set, XL compatible; 1 roll of thermal paper; 
Owner's Manual} AC power adaptor* MACE 
will receive public domain software to create 
screen dumps from graphics tablets* 
Min imum grm^ order J 4 packages 
Special price J $59*95 

Kith more than 12 orders, the price will be 
only »49*95» 

Closing datet December 18th 



NE}^S FLASH! 

Just Software announces the 

GRAND OPENING OF 

^'Coming Attractions" 



ATARI COMPUTERS • PRINTERS • DISK DRIVES 
DISKS • BOOKS • MAGAZINES • SOFTWARE 

HUNDREDS & HUNDREDS 
^O"^ OF YOUR FAVORITE HOME 
^ MOVIES! 

— RENT MOVIES FOR AS LOW AS $1 PER DAY — 

MAGE SPECIAL: 1 yr. membership FREE 




ylV Computer & Video 

ATARr 



w/MACE CARD. Good until 12/1/84 



ATARI 
SPECIALS 



Coming 
Attractions 



1050 ....... $210 

INDUS GT .. $285 

BMC $249 



THRU CHRISTMAS 




M-F 11-9, Sat. 11-8, Sun. 12-5 



[This editorial appeared in slightly different 
form on BUNKY'S BOARD and is printed hert 
by permission of ttm authoft ^Eapressions of 
opposing viewpoints may be sent to the MACE 
Journal Editor J 




by Hugh McLean 
Sysopf BUNKY'S BOARD 

(313) 541-5586 



DISCLAIMER-This editorial is not in any way 
representative of MACE# any other 
organization* club* or ethical group » and does 
not represent any position of local BBS sysops 
or user groupst The arguments and 
suppositions contained in this article are 
entirely the opinion of the author* 



The word "pirate" is a rather nasty sounding 
wordt indicative of a rogue of the high i&as 
vi^ho pillaged > looted # raped and stote anything 
that he could findo* plundering gold^ je%#els# 
wofnen# ships and cities# and in general acting 
like an uncouth* uidvilizedf ruthtess 
barbarian* The word "pirate" is also used to 
describe someone who engages in unlawful 
copying* selling* and distribution of literary 
material or other copyrighted work* The word 
as applied to computers reflects the idea that 
the swapping of copyrighted programs is akin 
to the pillaging of the Queen's private ship} 
that it is highly illegal and deserving of at 
least ttie^ath penalty* And indeed* it may be 
illegal* as it" does appear to violate the 
copyright laws of our land* But whether the 
deed is intrinsically illegal or immoral is not 
the issue for me* 

I hear the bellicose voice of self-esteemed 
justice ctoclaring the alleged purism of the 
righteous* that "trading games" is strictly 
verboten* and that you are only hurting 
yourselves by being part of this d^^iestine 
movement of pilfering programs* As a 
stockholder of Warner Communication s, I can 
appreciate the fact that pmf^s are 
considerably reduced by people who do not 
purchase programs at the local cocnputer store* 



or do not play the games at the local video 
arcade* It should be against the law to play a 
computer game at home that you dido't pay at 
least $50 for* After all* you have to consider 
the poor bit twiddlers who make their livings 
creating games for the gtdljlil^ inane public to 
play* 

I'm prejudiced* I guess* I don't like to see 
"piracy" going on either* but the pirates that I 
refer to are the people who think that the 
American public is some kind of "Golden Goose" 
with a golden egg* just ready to be plucked*** 
and the bigger the egg* the better* They don't 
mind slitting throats* corporate-wise* The 
recent demise of Texas Instrument Computers I 
believe was a result of undercutting computer 
prices to kill the competition while making it up 
by fTNsans of overpricing software* So what if 
Atari* Coleco* etc* make a windfall profit? The 
good ole goose can afford the added cost* 
Anyway* she is too stupid tc^knov* differently* 
Charge as much as you can while the market is 
there* the customer will pay* and forget what he 
paid when the "new models" come out and you 
reduce the price* Gouge while you can^ and 
convince the public that it if really getting a 
deal* 

This sysop says that the real pirates are the 
ones who rip you off in the store* by charging 
five times the price the program is really worth* 
You can't convince me that if the price of 
softi^iMre were equivalent to the price of a i^iod 
book or record* the problem of pirating would 
even exist* Most people would go to the store 
and buy programs for *10~15* but when the |»rice 
is inflated to *50* they go elsewhere* 

I don't go along with ATARI'S philosophy on 
selling software, but 1 tWnk the real pirates 
are in the corporate offices of the software 
companies* Do you reaUy think that a bit 
twiddler is starving because his sd&Miare is 
being traded? Does it take less time to write a 
book or compose a piece of music than it does to 
write a game? You can buy a book which took 
one year to write for under *5, and you can buy 
an album or tafie for under tlO* If the price of 
software were where it should he* relative to 
everything else* the volume of sales would go 
t^* the bit twicer wouldn't see any difference 
in his income* ind illicit swapping ppiB^iflp 
would be diminished considerably* 



LOGOVILLE 
A REVIEW 
by Ann McBain Ezzell 



Logo has reached a high level of popularity as 
a programming langyaoe for children* Many 
school systems have a version of Logo for 
classroom use# from the single-keystroke 
"Instant Logo" to ftill-fledged versions like 
Atari Logo* One of its prime attractions is 
the turtle* which can carry out commands like 
"FORWARD 50" and "RT 90" to make drawings 
on the screen* Logo does have many other 
powerful abilities* among them recursion and 
list-prdoisting* but an introduction to the 
language is very likely to be through the eyes 
of the turtle* 

One of the problems of teaching Logo (or any 
computer language* for that matter) in the 
classroom is that there are usually far more 
students than computers* Fortunately* Logo 
lends itself to such of f-t he-computer 
activities as making "turtle emulators" out of 
walnuts and construction paper* or having 
students act out the turtle commands 
themselves* Now Logo teachers have another 
activity available to them* Logoville* a board 
game by Dr* Brian Campbell* Featuring Tuttle 
the Turtte and his family* this game is 
designed to help children learn the Logo 
language by teaching twelve of the most 
commonly used turtle graphics commands* It is 
recommended *for children of ages 5-12* 

Logoville comes professionally packaged in a 
brightly colored box adorned with pictures of 
Tuttle and friends enjoying themselves at the 
beach* Included are a 21" square gameboard 
(sturdy enough to withstand the attentions of 
my twenty-pound daughter)* 14 Mystery Square 
Cards* 4 playing pieces* a die and shaker cup* 
and an illustrated instruction booklet* The 
oval playing pieces are printed on one side 
with a turtle bearing a triangle on his back and 
on the other with an empty shell* The triangle 
ties in with the cursor shape generally used 
for Logo* the empty shell is used to 
demonstrate the HIDETURTLE command* The 
die is printed with the commands "FD 1" 
(FORWARD 1) through "FD 6" and could be 



replaced by a standard gaming die if lost* 

The gameboard and rules of play resi^nble 
those of the old standard "Chutes and 
Ladders"* The object of the game Is to be the 
first to get your turtle from square #1 in the 
lower left-hand corner to square #96 (END) in 
the upper left-hand corner* Moves are 
determined by rolling the die and advancing 
the indicated number of squares* thereby 
zigzagging your way up the board* Slightly 
more than half of the squares contawi 
commands* this is where the learning comes in* 
For example, if your first roll is FD 3» you will 
land on HT (HIDETURTLE) and turn your 
playing piece to show the empty shell until you 
land on an ST (SHOWTURTLE) square* Your 
opponent might be lucky enough to throw FD 5# 
which would land her on REPEAT and let her 
advance five more squares* 

All is not rosy in Logoville* however* At some 
point you might land on BK 4 (BACK 4) or 
(gasp) the dreaded BUG* which will slow you 
down while your opponents enjoy an extra turn* 
You could be forced to scurry HOME (the 
middle of the board)* which is fine if it 
happens when you're at the bottom of the 
board* but frustrating when you are just a few 
squares away from winning* (Si^ is life* Nho 
among us has never had to abandon the 
Ultimate Program to go cook dinner?) You 
might even land on CS (CU^RSCREEN)* which 
sends everyone back HOME* 

The two Mystery Squares add some charming 
interest to the game* Landing on one of them 
will let you choose a Mystery Square Card* 
which might tell you} "FD 7 Tuttle got a 
scholarship to MIT"* "BK 5 Tuttle ran out of 
computer paper"* or (my personal favorite) 
"MISS ONE TURN Tuttle hit the RESET button" 
("Oh no!" says Tuttle*) Each of these cards 
has an appropriate picture of Tuttle to 
illustrate what is written on the card* 

For the most part* the commands which 
Logoville sets out to teach are presented in a 
clear manner and closely parallel the actual 
Logo commands* There are two exceptions* 
however* one minor and one which could lead to 
confusion when children actually start using 
Logo on a computer* The minor inconsistency 
is that the instructions tell you to remove 



your playing piece from the board if you land 
on the PU (PENUP) square* If you are simply 
passing ovmt this square, you must lift your 
piece off the board, then put it back down 
when you reach the PD (PENDOWN) square, 
which is more in line with what happens in 
Logo* Again, this is a minor problem, and 
could easily be handled by changing the rules 
when you play, 

A more serious inconsistency exists in the LT 
90 (LEFT 90 degrees) and RT 90 commands. 
When landing on one of these squares, you turn 
your piece in the indicated direction and take 
your next move perpendicular to the normal 
course of motion* However, you then must 
realign your turtle to follow the regular path* 
In Logo, your tm^le never changes its 
direction without a specific command, and a LT 
90 or RT 90 would leave it at a right angle to 
its original heading* Clearly, if Logoville 
handled its turns in this fashion, the turtles 
could end up wandering aimlessly over the 
board and the game would have to 
thoroughly revised* I think that anyone using 
this game should make a point , of explaining 
the difference betwe«t the ¥*ay Logoville 
treats turns and the way that Logo turtles 
really hehavet 

In spite of the problem with the turn 
commands, Logoville is an excellent 
introduction to the Logo language, and a fun 
game to play in its own right* It would be a 
useful addition to any classroom or home with 
young children who are learning Logo* Clearly, 
a lot of thought has gone into its production, 
and the result is a professional package well 
worth the price* I am looking forward to 
seeing future educational computer products 
from this company* 

Logoville is availaiile for il2#95 pii« *2*00 
shipping from* 

Tuttle Products 
P*0* Box 26981 
Tamarac, PL 33320-6981 




Daniel Ellis would like to kmrn if smy&VB 
knows of a way to use the new Amdek 3" disk 
drive as driv« 1, but still use programs such 
as Text Wizard, which must tm bwted# cm drive 

Someone at the last HMIE meeting was looking 
for an algebra tutorial or drill and practice 
prc^ram« Does anyone know of one that's 
good? Is anyone willing to write one for the 

Journal or MACE library? 

There has been a suggestion that one of you 

hardware hackers develop an adapter to run 
2400 VCS cartridges on Atari 400/800/XLs* It 
ought to be possible, since there is such an 
adapter for the 5200, which is just a computer 
in game machine clothing*" 

Software Library of Westland is sponscHring 
Computer Fest on Sunday, December 16th at 
the SoutWieW Civic Center (10 1/2 Mile and 
Evergreen)* Hours are from 9 am to 5 pm* 
They have generously offered free exhibit 
space to MACE* Attendance is e3tpected to be 
in excess of 4000* There will be ext^tors 
showing Atari hardware, software and 
ac^ssories# 

By the way*** Atari finally did come across 
with the *500 check that they promised us 
after not showing up for Taricon '84* 




Our Program Coordinator Scott Garland says 
to expect the following at the Decsember 18th 
Christmas Party meeting! 

Business meeting 

Atari Touch Tablet demo 
-Mitchell Rhode 

Sorcerer by Infocom demo 
-Scott Garland 

Business software demo - 

Doorjimgs _ 
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RITE WAY 
COMPUTER CENTERS 



RENT 



SOFTWARE 



FOR 
AS 
LOW 
AS... 




PER 
WEEK 



HOURS 



MON-FRI 



SATURDAY 



WHEN YOU JOIN THE 

RITE WAY 

SOFTWARE CLUB 

f 

$19.95 PER YEAR 



MICHIGAN ATARI COMPUTER ENTHUSIASTS 
P.O. BOX 2785 

SOUTHPIKLO, MICHIGAN 48037 




10 




COMPUTER 

F^PER 

$19.^ CASE 

15 or 20 lb. PAPER 
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